This paper describes a computer simulation of police patrol forces that has been implemented for resource planning in several police departments. o the costs and benefits of an automatic car locator system. o response patterns for specialized units (e.g., police ambulances).
The simulation works in the following way:
Incidents are generated throughout the city, distributed randomly in time and space according to observed statistical patterns. Each incident has an associated priority number, the lower numbers designating the most important incidents. For instance, a "priority i" incident would be "officer-in-trouble," "felony-inprogress," or "seriously injured person;" a "priority 4" incident could be "open fire hydrant," "lock-out," or "parking violation."
As each incident becomes known, an attempt is made to assign (dispatch) a patrol unit to the scene of the incident. In attempting this assignment, the computer is programmed to duplicate as closely as possible the decisionmaking logic of an actual police dispatcher.
In certain cases this assignment cannot be performed because the congestion level of the force is too high; then, the incident report (which might in actuality be a complaint ticket) Joins a queue of waiting reports. The queue is depleted as patrol units becqme available.
The model is designed to study two general classes of administrative policies:
i. The patrol deployment strategy 2. The dispatch and reassignment policy.
The patrol deployment strategy determines the total number of patrol units, whether units are assigned to non-overlapping sectors, which sectors constitute a geographical dommand, and which areas are more heavily patrolled than others. The dispatch and reassignment policy specifies the set of decision rules the dispatcher follows when attempting to assign a patrol unit to a reported incident. Included in the dispatch policy are the priority structure, rules about cross-precinct dispatching, the queue discipline, and so forth. 
II. 2. Time Sequence of Events
The simulation is an event-paced model.
That is, once a certain set of operations associated with one event is completed, the program determines the next event that occurs and up- 
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